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WELCOME! 


Welcome to your free Mini-ACE. This bite-sized version of the Ultimate 
Games Magazine has been compiled from more than a dozen issues. 
We've picked reviews from the last couple of years to give an impression 
of the lengths we go to when previewing and reviewing software. We 
take our gaming seriously, and aim to give you the best possible picture 
of all aspects of each title we look at. We hope you enjoy the mag. 


Another ACE Publication 

Publication Editor 

Jim Douglas 

Design Editor 

Jim Willis 

Additional Design 

Jenny Abrook 

Publisher 

Garry Williams 

Mini-Ace (c) Emap Images 1991 


CONTEI 


GAMES REVIEWS 


4 Midwinter 2 -Flames of 
Freedom - 

You've bought the game - now read the 
review! View the ACE Verdict on the game 
you're playing now. There are a few tips here 


No part of this free supplement may be copied, reproduced or 
stored in a data retrieval system without prior agreement 
with the publishers. 

6 Gunship 2000 - 

Currently in the late stages of coding in the 
States, Gunship 2000 looks like being a gen- 

.. . uine breakthrough in combat flight 

ACE Magazine is published 

on the 8th of every month. simulators. Here's your chance to check 
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8 Railroad Tycoon - 

Take on British Rail at their own game. The 
review of the game is now standing on 
Platform 8. 

1 O Rick Dangerous 2 - 

Back BACK! Brave Rick, top secret agent and 
all-round hero returns to thwart an even 
more dastardly enemy plot than last time..! 

1 2 Simulcra - 

This fantastic futuristic polygon-driven space- 
flight was awarded the coveted ACE Rated 
award. For a full verdict, see page 12. 

1 4 Silent Service - 

Run silent, run deep. The ACE overview tells 
you all you need to know about one of the 
best Sub-sims on the market. 

1 8 Covert Action - 

Another ACE Rated game! The murky world 
of espionage is available for exploration in 
this multi-faceted adventure. For the low 
down, check our review. 


22 FI5 Strike Eagle II- 

Two pages of hard information on the famous 
flight sim. Everything you could wish to know 
is here. 

27 MI Tank Platoon - 

A special ACE feature on the tanks, the sims 
and the game in particular. If it isn't here, it 
isn't worth knowing. 

30 Midwinter - 

Long before the Flames of Freedom flickered 
there was the game set in the Big Chill. Well 
worth hunting around for this classic if you're 
new to the Midwinter series. 


OFFER 

16 SUBSCRIBE! - 

Your chance to ensure that you 
receive your own copy of the full-size 
ACE delivered direct to your door 
every single month. And you can also 
select a free game for your trouble. 
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Bigger and better than 
its astonishing predeces¬ 
sor, Midwinter II is an 
amazing game. 

I t's 65 years since the big freeze. The global 
climate is beginning to warm and Midwinter 
Island is thawing out and breaking down into a 
set of new islands. Off the coast of Africa, a 
strategically important set of atolls and islands 
are rapidly falling under the control of the tyran¬ 
nical Saharan Empire. Agora, stronghold of the 
Atlantic Federation is in an increasingly precari¬ 
ous situation. It is clear that once sufficient con¬ 
trol over the bulk of islands in the group has 
been attained, Saharan forces will be strong 
enough to overwhelm the Federation forces on 
Agora. 

It’s your task, as a sole Federation agent to 
prevent Saharan growth, liberate islands, delay 
the Saharan armada and redress the balance of 
power. 

Before the mission can begin, you must con¬ 
struct your agent. Name, colour, sex, height, 
weight and appearance can all be altered. The 
psychological and physical build of your agent 
will determine how you have to play the game. 
Equally, your actions during the game will alter 
the character. Flames of Freedom includes pos¬ 
sibly the most worthwhile and tangible character 
development seen in a game so far. 

Rather than embarking on a long campaign 
which may have no real effect on the march of 
the enemy, you can simulate the results of suc¬ 
cessful missions on certain islands and view 
how the Saharan fleet will behave as a result. 
The islands are connected via supply lines, and 
you’ll soon learn how to create chain reactions; 
taking one island will cause another to fall, cut¬ 
ting off supply lines to another and so on. 

By forcing the Saharan forces through 
Federation strongholds, you can force a higher 
rate of attrition on their part, thus making the 
final conflict on Agora more balanced. 

Once you have chosen a particular set of 
islands to take, and which one you with which 
you wish to start, your controller will then brief 
you as to your missions. Once each set of mis¬ 
sions has been completed, the island will fall 


CtNCt PSYCHOiOOY 


under Federation control. Depending on the 
nature and strategic importance of the island, 
your list of missions will be appropriately tough. 

Throughout the course of his mission, you 
must interact with characters on various islands. 
Some are neutral, others are strongly allied to 

either the Saharan of Atlantic . 

cause. Others are double agents 
and some are just plain mysteri¬ 
ous. A great many violent interac¬ 
tions with other people will 
enhance your ability to threaten 
and menace but the chances are 
you'll completely forget how to 
charm people. 

Now, on top of all this strategy 
are the 3D graphics. Whenever 
you’re in a vehicle, the world is 
depicted in polygon graphics. 

Superior to anything you've seen 
before, these represent the land¬ 
scape in a truly amazing way. 

Waves break on the shore, the 
tide comes in, bombs leave 
craters and the world even looks 
different depending on what time 
of day it is. Infra red cameras are available for 
night activity. This level of detail, of course, 
depletes the frame-rate a little but everything still 
comes together for an immensely impressive 
overall effect. 


TRAVEL AND TIME 

The Flames of Freedom gameworld is enormous. 
Probably around eight times the size of 
Midwinter. As a result, your chosen mode of 


transport is vital. Quite apart from simply travel¬ 
ling around the islands, there’s a lot of ocean to 
cover too. There are around 22 different modes 
of transport, each with its own characteristics. 
Moving around the world no matter what trans¬ 
port you have is easy. By clicking on your desti¬ 
nation using one of the variable-zoom fractal rep¬ 
resentations of the map, you can speed up time 
and reach your target almost immediately. Game 
time, of course progresses as normal. 

MISSIONS AND PEOPLE 

The missions incorporated in the game offer far 
more depth than those in most war-strat games. 
You must assassinate enemy agents, blow up 
command centres, attack supply routes and 
build up confidences and alliances with the peo¬ 
ple you encounter on the islands. Successful 
completion of a set of missions will result in con¬ 


gratulations from your commanding officer, 
some effect in slowing the Saharan assault and 
possible a bonus reward from the people of the 
island. 

Once you've found a person (you'll know of at 
least one person on most islands), you can talk 
to them and try to get some useful information 
out of them. Some will offer help immediately, 
either by giving you transport, 

THE MAPS 

Maps offer all sorts of information depending on 
the zoom-rate. Icons denoting contacts, 
weapons and transport ail pop up. By clicking on 
them, you can find out more about each one. It’s 
from the map screen that all the long-distance 
travelling goes on. These overviews of the game 
are invaluable. 

• Jim Douglas 
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MICROPROSE are 

preparing to unleash a 
multi-chopper assault on 

the simulation market. 

ACE went to the USA 

to catch an exclusive 

peek of the game in 
development... 


gunship 2 m 


G unship has to be the most popular heli¬ 
copter combat game ever - Microprose 
claim it still lifts off the shelves in respectable 
numbers, despite having been released over 
three years ago. Attention to detail, extensive 
missions and lots of incidental interest as you 
climbed up through the ranks made Gunship a 
winner. 

Times have moved on, however, and Gunship's 
role as Top Gun of the chopper squad has 
arguably been surrendered to newcomer LHX 
Attack Chopper from Electronic Arts. Military sim 





Now horm't » neat idea, though It 4 * not 100% certain it will be 
Included in the final version. You can remove the cockpit dis¬ 
play (except lor vital gauges) and give yourself a better view 
of your surroundings. Mere you're near the runway... 


technology has improved in other ways, too. 

First you’ve got the obvious advances in 3D 
graphic routines and this has been accompanied 
by an increasing concentration on strategic 
diversity. Microprose's own Ml Tank Platoon 
pointed the way ahead on this last count, giving 
the player greater strategic opportunity by 
adding in more vehicles. Now, in the same vein, 
the company are out to regain air supremacy 
with Gunship 2000. 

‘This game is more revolutionary than evolu¬ 
tionary,’ declares game designer Jim Day. ‘First, 
you’ve got multiple helicopters in flight at the 
same time. As the commander of a five chopper 
platoon, you can tailor your outfit from a whole 
range of state-of-the-art gunships including 
Blackhawks, Apaches, Cobras, Kiowas, and 
more.’ 

Quantity doesn't mean degraded quality, how¬ 
ever, and Microprose have wisely ensured that 
the player still has access to total single chop¬ 
per capability and gameplay whenever he wants. 
However, the ability to man, equip, and com¬ 
mand an entire platoon adds enormously to the 
challenge. 

What's more, you get a far greater number of 
armament options in Gunship 2000. The game 
designers spent hours poring over army manuals 
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FLASH TOPOGRAPHY 


’P*d a 

i. Called Topographical 

30*, the system has two main advantages over 
its rivals. First, It's faster (although ‘Prose point 
out that this game is designed for more power- 
Jl 68000 micros and PC 286+ machines). Second, 
it allows the programmers to include more ter¬ 
rain details without bogging down the system. 
Result, more detail, faster action, and larger 
maps. It could take you at least quarter of an 
hour to fly in a straight line across one of the 
worlds, giving you a vast playing area. 


and the result is that every type of chopper can 
be kitted out with practically any variety of real- 
life compatible ordnance. 

WEST END THEATRE 

There are two Western theatres of war for 
Gunship 2000 missions: the Persian Gulf {ironic, 
eh?) and Europe. The Gulf scenarios, although 
still in an early stage of development, already 
have the ring of familiarity about them, but the 
European scenarios look to be something quite 
spectacular. There’s something rather eerie 
about piloting a few tons of v/ar machine over 
cornfields, windmills, and the green, green grass 
of home. 

Long-term interest is something that 
Microprose sims have never been short of, but 


this time the company are really making sure that 
Gunship 2000 sticks around till its namesake 
anniversary by building in full scenario disk capa¬ 
bility. Wherever there's trouble and dissension, 
wherever the forces of good are required to 
dump vast amounts of high-ex into the back gar¬ 
dens of the forces of evil, the data disks will be 
able to send you there. 

Gunship 2000 is shaping up to be another 


fiPM 

Varied viewpoint* are now da rigour In all flight thru and 
Gumhip TOM glee* you plenty of option*. There * rather more 
to *ee. however, beunne tint you have up to five chopper* 
and wcond you make them do much more intereating thing* - 
true to modern hefleopter dedpt tome of them can even do 
roll* and loop*! 

superlative long-term interest challenge in the 
true Microprose tradition. It also points the way 
forward for air combat sims by increasing the 
strategic elements and adding multiple command 
units. We'B be following the game's development 
over the next few months in ACE and the game 
should be ready for final review in Spring 1991. 
We can't wait... 


£ a l e a s s Details 

On afl 16 hit formotr in Sprtnq/Simmer ’91, 
ptkti and r»»os« dot« to be annwoted 
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£34.95dk OUT NOW 
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No other versions planned. 



Maximum Sp**d: 


Power ai Drawbar lOfiOhp 
Price: $20,000 

Bated Train Speed / %Grade: 
30 mph (0%), 21 mph <2K), 
25 mph <0%>, 15 mph (2%), 
n mpfe $%>, 12 mph <2%), 


cars: 

car*. 

cars: 


All graphic* card* are catered for. 
Obviously VGA I* top*, but EGA (* a 
folly colourful whixx, and ev«rt In 
putrid CGA the action I* still crystal 
clear. Sound is pretty good, with 
effective train noises on the standard 
squeaker speaker * sound card* offer 
the benefit of atmospheric music and 
FX. Best of all, though. Is that you 
don’t need to own a 25 Mhz stonker PC 
to appreciate the game. Railroad 
Tycoon run* happily even on the 
crummiest machine*. 


MICROPROSE give you the 
chance to outdo BR and 
build your own Railroad 
Empire 

B eing thrown to the mercy of British Rail 
every morning and evening, my train 
association is a pretty ghastly one; leaves on the 
line, points and overhead power cable failures 
and a myriad of glib and criminally insincere 
apologies. If you’ve had similar problems and 
think that you could run a railway system better, 
here's the chance to put your money where your 
mouth is and risk the wrath of a million 
commuters as you build your very own rail 
empire. 

Options at the start of the game let you 
choose one of four scenarios, England, Europe 
and Eastern and Western America (the starting 
varying from 1828 to 1900 depending on the 
location), and one of four difficulty levels. 

The map where the action is set is accurate, 
with all main towns and cities included. Only 
landscape features, such as mountains, lakes, 
farms, mines, chemical plants and steel mills are 
randomly generated. 

The seeds of your empire are sown by 
building a track between two reasonably close 
conurbations and running a train service between 
them. Since this is an historically accurate 
program, at the start of the game train 
technology is poor. As the game progresses 
through time, new trains are “invented" and can 
be bought to replace your out-of-date units. But 


for now you have to bite the bullet and suffer 
with a jalopy that does 15mph tops with two 
carriages. 

Money is earned every time a train arrives at a 
station with a load. Obviously the more carried, 
the more revenue is generated. And with more 
money, you can build your track further afield, 
buy shares in other railroads with takeover bids 
in mind, or even improve your stations with 
hotels, restaurants, large storage areas and the 
like! 

Any station built in an urban environment 
produces mail and passengers. If its catchment 
area includes such features as a harbour, farm 
or mine, goods are produced, which can be 
taken to other stations for even more revenue! 



Keeping track of the supply and demand is easy 
at first, but as more trains and stations are 
added, the action becomes increasingly more 
frantic as you re-schedule your vast train roster 
and tweak your sprawling track network to 
ensure optimum performance. 

And that’s where Railroad Tycoon's winning 
formula lies. At the very outset you’re irresistibly 
drawn into the action, and within minutes you 
begin to swiftly climb a horrible and very steep 
exponential curve of addiction as the game 
makes greater and greater demands on your 
concentration. Hours fly by, sleep is lost, and in 
my case, even entire weekends get taken up as 
you become a bigger and bigger Railroad God. 

Put simply, Railroad Tycoon is an absolute 
classic. A game that gives your brain one of the 
most stimulating and enjoyable neural work-outs 
yet devised. Surely that’s what computer gaming 
is all about. 

• Julian Rignali 



THE STRATEGY GAME 



OF THE DECADE ARRIVES 


accuracy. You control 32 
personalities, each with different 
qualities, skills and complex 
personal relationships. Enemy 
movements can be tracked, and 
battle plans made, using the 
incredibly detailed on-screen 
map. 

In your bid to defend the life¬ 
supporting heat mines, you can 
ski, hang-glide, travel by snow 
buggy or cable car, snipe and 
sabotage the enemy. There is 
no easy way to win, but the ' 
game’s unique depth and 
absorbing complexity will keep 
you trying until you do. 


The deep Midwinter is upon us. 
Be prepared for a long and 
exciting battle against its 
elements. 


Compelling action and strategy 
take place across a spectacular 
3D fractal generated landscape 
with its stunning geographical 


As a new Ice Age dawns in 
Rainbird’s gigantic new classic, 
strategy gaming also enters a 
new era. For Midwinter is a 
genuinely original concept that 
launches revolutionary 
techniques onto the home 
computer screen. 


The scenario is convincingly 
realistic as a new Ice Age grips 
the world. Together with a small 
group of pioneers you have 
colonized the Midwinter Isle, a 
160,000 square mile land mass 
now under threat from invaders 
intent on seizing your sanctuary. 
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Running, jumping may¬ 
hem from MICROSTYLE as 
Rick mounts the plat¬ 
forms for another curtain 
call... 


PICK 

■ H Rick meets a chilly end in Fmzia. 

DANGEROUS II 




T he original Rick Dangerous was some¬ 
thing of a revival for the somewhat dated 
platform genre, due to its devious puzzles and 
superb presentation. Now, some 11 months 
later, Rick dons leotard, cape and boots and 
takes to the skies in a bid to save mankind from 
invading alien forces lead by his arch enemy, the 
Fat Man! 

The game begins by offering the player a 
choice of four of the five available levels through 
which you must run, crawl, jump, shoot and 
bomb your way. 

The overall feel of R Dll, as with RDJ, is 
superb. Each level follows a very different theme 



ATARI ST £24.99 TBA 

AMIGA £24.99 TBA 

IBM PC £24.99 TBA 

CPC £9.99cs • £14.99dk TBA 

SPECTRUM £9.99cs • £14.99dk TBA 

C64/128 £9.99cs • £14.99dk TBA 

No other versions planned 


and the game boasts a wide vari¬ 
ety of excellent graphics, all of 
which have been designed with 
tongue very firmly in cheek. The 
cartoon sequences preceding play 
are both humorous and well imple¬ 
mented and give the player the 
impression that although not break¬ 
ing through any boundaries, Core 
have gone out of their way to pro¬ 
duce a game with genuine style. 

Obviously, no hero can be 
expected to do his job properly if 
he is unarmed. To this end, Rick is 
equipped with a laser gun and a 
number of bombs although, as 
with the prequel, both are in limited supply and 
must be used with caution for best effect. Dotted 
around however, are numerous bonuses, some 
of which replenish your dimished stocks. In addi¬ 
tion to these more physical defences, you are 
presented (in true platform style) with 6 lives with 
which to further your cause. 

Playing the game, you will immediately 
realise that it is not only arcade reflexes that are 
required. Whilst the game is indeed fast and furi¬ 
ous, attempting to speed through will inevitably 
lead you to blunder into a devious trap, of which 
there are many. Certain obstacles are seemingly 
insurmountable and require specific actions to 
be performed before they can be overcome. 

This by no means infers, however, that RDII 
is lacking in any arcade elements. The speed at 
which some of the marauding nasties come at 
you push all hopes of a strategic withdrawal firm¬ 
ly to the back of your mind, at which point panic 
may easily set in as the limited defences you are 
allowed disappear in a frenzy of blasting. 

Graphically, Rick Dangerous II is superb. You 
cannot fail to laugh at the expressions of the 
characters as they maraud haphazardly into your 
line of fire, only to taste exactly what it is that 
heros are made of! Robots, woodsmen, jut-jawed 


rock men, bespectacled moles and searing 
lasers all display an individuality that delights the 
eye. This is in itself an incentive to play on into 
the game, just to see what Rick will die from 
next! 

Rick himself is a typical hero - with white 
teeth and a gleam in his eye - and he struts 
about with all the confidence of someone who 
knows a good product when he sees it. Colour is 
also used to full effect and both are complement¬ 
ed by slick and varied animation. 

As far as sound is concerned, Core-have 
opted to go for the appropriate, rather than the 
technical approach. Certainly there is nothing 
that will have you reeling in awe at the new found 
sonic capabilities of the ST, but each sound that 
there is has been well thought out and fits per¬ 
fectly. Front-end and level-start tunes are definite¬ 
ly of the cartoon persuasion and round off what 

is, although dated in concept, a product that 
proves the continuing feasability of one of the 
original game genres. There's just one problem: 
when you’ve cracked it (and you will - it’s not 
that difficult) you’re unlikely to want to return to 

it. Time then, perhaps, for RDIII... 

• Alex Ruranski 
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Ex-lnfocom personnel 
create a new LEGEND for 
Microprose 

S ay what you like about adventure games, 
there are times when the industry comes 
up with a cracker that any gamester with half a 
brain ought to shell out for. Hitchhikers Guide to 
the Galaxy, Lurking Horror, and Wonderland, to 
name but three - and two of those came from 
the now-defunct Infocom. 

Adventure scenarios, like books, tend to 
draw the bulk of their inspiration from a single 
author, unlike other games that are usually team 
efforts. Lucasfilm have managed to grab Brian 
Moriarty, who's recently given them Loom, and 
now another Infocom genius, Steve ‘Leather 
Goddesses/ Planetfall’ Meretsky, has teamed up 
with some Infocompanions to form the Legend 
label, distributed by Microprose. Sorcerers Get 
All The Girls is his first Legendary product. 

And it’s excellent, no doubt about it. Although 
it suffers from an extremely annoying parsing 
defect, this is a graphic adventure par excel¬ 
lence. It may not have quite the technical sophis¬ 
tication of Wonderland, but it makes up for that 
by generating a great deal of text, some nifty 
pictures (with a tad of animation), and a complex 
story structure. 

As Ernie Eaglebeak you start the game play¬ 
ing punchball for your wicked stepfather. You 
take refuge at Sorcerer University where you get 
stuck into student life until someone from a 
marauding band of Philistines clobbers you on 
the back of the head. When you awake, the uni¬ 
versity is deserted and you have a vague inkling 



CurrenUy on release only in the States, but 
Micro prose UK will be making a UK distribution 
decision in the near future. Watch this space 
- but if you can’t wait 'phone US ’Prose on 
0101 301 771 6700 for mail order details. 






A LA CARTE 

SGATG, like Wonderland, 
combines point-and-click 
menu input with traditional 
typing. You don’t HAVE to do 
any typing at all, but the 
menu system isn’t as com¬ 
prehensive as Mag Scrolls’ 
and you may well prefer to dr 
so. There are verb, noun, anc 
preposition menus that 
enable you to construct any 
sentence and the parser is 
(with one major exception) excellent. 

The display includes a compass rose that 
shows possible exits and some options buttons 
for selecting different screen configurations. The 
latter include a map display, showing your cur¬ 
rent location and offering a ‘click on it and you’ll 
go there’ facility (which only really works for adja¬ 
cent locations). You can also have a text-only dis¬ 
play, location graphics and play around with the 
various report elements to create a screen lay¬ 
out that suits you best. When location graphics 
are displayed, clicking on an object describes it 
and double clicking does the ‘obvious’ thing with 
it (usually getting it). 

All this is a vast improvement on earlier 
adventure titles but is still not up to the 
Wonderland standard. The effect is spoilt by one 
major parsing shortcoming which used to be 
standard but nowadays, frankly, has to be 
regarded as a right pain in the a' *e. This is the 
old, unintelligent ‘I need to be told to do every¬ 
thing approach’ that rears its head when you try 
to open a door. It goes something like this: 
ENTER SHED 
The shed door is closed 
OPEN DOOR 
The shed door is locked. 

UNLOCK DOOR 

Unlock the shed door with what? 

UNLOCK DOOR WITH KEY 

Which key? The little brown key or the big metal 

key? 

UNLOCK DOOR WITH THE LITTLE BROWN 
KEY 

OK 

ENTER SHED 

The shed door is closed 

OPEN DOOR 

OK... 




Nowadays, if I want to enter a locked shed 
and I have the right key, I expect the program to 
do it for me without all this needless fuss and 
bother. 

On the good side, however, SGATG is a big 
game with an involved and engaging story. You 
may not like the humour much - some of it is 
truly dreadful - but you will like the narrative vari¬ 
ety and the numerous little sub-scenarios you 
can eavesdrop on or get involved with. And of 
course there's also the small matter of casting 
spells (especially the ENLARGE BUST one, 
ahem...) and the girls - who actually play a rather 
less titillating role in the story than you might 
expect. 

If you fancy a romp through a fictional world, 
casting spells, chatting up the girls, and getting 
into some very tight corners, this is the adven¬ 
ture for you. Definitely up to Infocom standards 
and a promising debut for Legend. 

• Steve Cooke 


mm 


that you must locate your 
erstwhile Professor 
Tickingclock and reassemble 
the infamous Sorcerers 
Appliance using five scat¬ 
tered components. 
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ATARI ST £24.99 OCT 90 

AMIGA £24.99 OCT 90 


C yberscape rules in the far future, where 
even war is played out inside massive com¬ 
puter simulators. A particularly unpleasant virus 
has, however, had the effect of projecting the 
combat into the real world and as a result you 
have hordes of bloodthirsty simulcraft pilots 
wreaking havoc all over the place. Your objective 
is to enter the 'battle matrix’ and destroy the 
other craft as well as the matrix itself. 

You control a sophisticated Suface 
Reconnaissance Vehicle (SRV) with swing wings 
that give it limited flight capabilities. You drive 
your SRV around the matrix, encountering every 
so often a thin red line that denotes an energy 
barrier beyond which you cannot pass. You 
must then locate the relevant energy 
jector and destroy it, which will lift the 
barrier and allow you to proceed. 

Simulcra is verging on the awe¬ 
some, conjuring up immediate com¬ 
parisons with the classic Virus. Your 
SRV rotates 360 degrees and can fly or 
drive. The rotation and shading are excellent 
and the game has a great feeling of speed. 

Battle is fast and furious and you can power up 
the SRV with loads of goodies including speed- 
ups, radar, fire and forget missiles, target display 
systems, shields, and extra lives. 

The result is a fast paced 3D shoot-em-up that 
is slightly similar to Resolution 101 in gameplay 
terms but blends in elements of Falcon and Virus 


SIMULCRA 


y pro- 



MICROSTYLE hurls you 
into the computer war of 
the future and produce a 
red hot 3D shoot-em-up 
as an incentive... 

as well. In addition, the grid construction 
introduces a maze element. Sound 
effects are superb and add to the sen¬ 
sation of speed. There’s also a won¬ 
derful intro sequence. 

Just what a game should 
be: looks good, sounds good, and 
plays like a dream. 

• Chris Morley 


ALL OUT WAR 


To add variety to an already exciting game. 
Microstyle have thrown In a wide variety of ene¬ 
mies. First, and most common, are the laser tur¬ 
rets that slowly sweep in a complete circle until 
they lock onto you, whereupon they fire vicious¬ 
ly. Various ground and air attack craft, such as 
Jeeps and small tanks, race around the walk¬ 
ways, thankfully needing only one shot to kill. 
Then you reach the megatanks - these can only 
be killed with missiles, but when shot explode 
in the most satisfactory way yet by first eject¬ 
ing the gun turret and then collapsing in on 
themselves with a terrific sound effect. 

Throughout the game you also have access to 
a map screen for strategic planning - and there's 
also a neat power-up that gives you short range 
mapping/radar facilities while you're moving. 


TECHNO PORN! 


The 3D vector graphics system in Simulcra fea¬ 
tures solid filled 3D graphics with shadows and 
light intensity surfaces. The system allows solid 
and wireframe surfaces to be freely mixed. 
Stipple and transparent/semi-transparent sur¬ 
faces are also employed. 

The game code runs up to 252 non player 
objects on the map. The game cycle rate and the 
view cycle are Independent so that game time 
can be kept more or less constant even if the 
display rate is slowed down. 

Special explosion effects are achieved using a 
highly efficient particle controller that individu¬ 
ally moves up to 100 particles. Definitely a game 
that goes with a bang! 


& 


7 A; 
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Solid graft gold with 2S2 non-pUyw objects and 100 partldasl 
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The fact that there’s plenty to do 
makes FI5II one of the most exciting 
simulations around...on screen 
presentation is brilliant...the graphics 
are utterly superb...it’s certainly the 
most realistic 3D effect yet seen on a 
flight simulation. 

C&VG 93% 


Flight sim fans know who 
does it best - and F15II is 
our best yet! 

At MicroProse we’re pleased that our 
flight simulations are acclaimed as the 
best technical products around. We’re 
proud of F-19 Stealth Fighter, Gunship 
and Knights of the Sky, for they 
accurately recreate every aspect of real 
life piloting, from the highs to the lows. 


Now we’re having fun with F-15 Strike 
Eagle II. A fighter pilots dream, as it is 
pure action all the way. Using the great 
3-D graphics, real-world mapping and 
technical specifications of a supersonic 
jet, it puts the emphasis on flying and 
firing, dogfighting and duelling, shooting 
down and blowing up. 

All the options you’d expect from 
a MicroProse flight sim are there 
- combining to give hundreds of 
different missions - but ’in-flight’ 
you’re left to concentrate on your 
‘stick’ and your ‘fire’ button...and 
staying alive. 
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BATTLE STATIONS 


The four scenarios in SSIl should keep even the 
most ardent skipper busy for months to come. 

First. TRAINING involves simple cruise and 
attack sequence in the vicinity of four unarmed 
freighter hulks. Its purpose is to familiarise you 
with the craft, the manual and the controls. 

Then, there's SINGLE COMBAT, which isn't actu¬ 
ally single at all, but drops you into one of nine 
engagements, eight of which are historically 
based. The ninth is a random encounter with a 
Japanese force. 

SINGLE WAR PATROL propels you into the 
Western Pacific hunting down the opposition, 
engaging them and returning to base. 

Finally, there's the big one - a complete WAR 
CAREER. You join as a Skipper at any time during 
WW2, sail a series of war patrols in one or more' 
boats, and finish up in either the grave or the 
victory parade. Microprose claims this final 
option could involve literally hundreds of hours 
of gamepiay if you start at the beginning of the 
war in 1941. 

All options pit you against Japan - America's 
mortal enemy after the raid on Pearl Harbour in 
1941 until the end of the war following the 
atomic bombings of 194S. The struggle with 
Japan sprawled across the western half of the 
Pacific and among America's "Silent Service" 
heroes were men with silly names like "Mush" 
Morton. Dick O'Kane and Red Ratmage! Now you 
can join them... 


MICROPROSE runs silent, 
deep and deadly 

F rom its very outset, Silent Service II is typi¬ 
cally Microprose: vast scenario, hugely 
complex gamepiay and intense attention to 
detail. If ever there was a game that demanded 
significantly more than fast reflexes and a happy 
trigger finger, this is it. 

Set against the historical backdrop of World 
War II, the program gives you the opportunity of 
recreating, in whole or in part, the career of a US 
submarine officer. This represents anything from 
thirty minutes to hundreds of hours of game 
time, supported by a 128 page manual, key¬ 
board overlay with 70 commands, and dozens of 
mission possibilities. 

Once through the obligatory security 
check (where you must correctly identify 
one of eleven Japanese warships), 
you are met with a massive array of 
options. The first of these presents 
you with four distinct game scenarios 
(see Battle Stations); others include 
selecting one of four difficulty levels (ranging 
from the complete novice, to the ’Ultimate' 


RELEASE DETAILS 


player), starting date for engagement, submarine 
class (the latter two options are vital to one 
anotheras the chosen date dictates the sophisti¬ 
cation of the submarine allowed) and even torpe¬ 
do type! 

Subsequent options presented to the player 
during the game depend heavily upon those cho¬ 
sen at the outset, leading to many possible situa¬ 
tions. A typical battle scenario can involve close 
combat with dozens of marauding Japanese war¬ 
ships at short range, giving rise to much panic 
on the part of the player! 

Gamepiay tends to alternate 
between the Bridge Screen 
(where you sight your targets) 
and the Map Screen which 

enables you to make more 
long term strategic deci¬ 
sions. 

Apart from actual¬ 
ly controlling your 
ship, there are 
numerous intermis¬ 
sion scenes ranging 
from seeing your torpedoes 
launched to monitoring the 
Captain’s Log. 

Aesthetically, Silent Service II 
is of a high standard throughout 
with digitised illustrative 
screens and well drawn, easily 
readable displays. In addition to 
this, each enemy ship is por¬ 
trayed from a digitised photo¬ 
graph in any one of 24 perspec¬ 
tives for added feel. 

.One minor niggle involves 
continual disk access, in that 
accidentally pressing a key can 
involve waiting while the 
machine goes through its 
paces, although the ability to 
turn off certain animation 
screens helps solve this. That 
apart, Silent Service II is a must 
for all fans, and a worthy suc¬ 
cessor to the original, which 
has now sold so well that it is 
being converted to console! 

• Alex Ruranski 


SILENT,, 

serviceII 
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choice you make affects the world around you. Change your 
Railroad - Shape a Nation. 


HiL Set in the golden age of Railroads, 'Tycoon' 
gives you complete control of the economic resources 
of the Industrial Age, and the commercial struggles 
which thrust the world into the 20th Century. 

W*k. Determine the fate of towns, the prosperity of 
businesses, the success of entire industries. Select the 
types of trains which will run on your Railroad, 
determine their schedules and designate the kind of 
cargo they'll carry. 


Overcome natural hazards such as storms or 
floods, or man-made catastrophes such as labour 
strikes and rate-wars. Other tycoons are determined 
to crush you or brush you from their path, and you'll 
have to outmanouevre them whilst operating your 
railroad and dealing on the stockmarket. All these 
decisions are set against the ever ticking clock of 
history. Trains improve, cities grow, industry alters. 
Every change brings a new decision - every decision a 
new change. 



THE LOND ON TIMES 

»bor Violence! 
iitia Called Out! 

^cession Feared. 



HsitThe only thing more powerful than your 
locomotives is your drive to shape the nation. Your 
ambition. Your control. Your Railroad. 


“At the very outset, you're irresistibly drawn into 
the action, and within minutes you begin to 
swiftly climb a horribly steep exponential curve of 
addiction. Put simply. Railroad Tycoon is an 
absolute classic" 943 ACE Rated. 

Railroad Tycoon will soon be available for your 
Commodore Amiga and-Atari ST. Already published 
for IBM PC Compatibles. 



PROSE 




H9l§L.Big business. Tough decisions. Excitement, challenge and compelling 
attention to detail. 'Railroad Tycoon' now delivers an entire era to your 
Commodore Amiga and Atari ST. 
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If you have enjoyed reading this issue of 
ACE, you are bound to be interested in our 
fantastic new subscriptions offer. The offer 
aims to give you value for money, an easy 
way to regularly receive your favourite 
magazine, and - thanks to our friends at 
IMAGE WORKS - a FREE software gift. 



WtNQS 



Subscribing to ACE for only £21.60 has so 
many benefits for the self respecting 
enthusiast of computer entertainment. 
Here are a few points to consider whilst 
pondering this small but worthwhile 
investment: 


* Get 12 issues of ACE, the best computer 
entertainment magazine in the world, delivered 
direct to your door and we'll pay the postage! This 
means never having to traipse down to your local 
newsagents for your copy again. 

* Ensure you never miss out on all the vital 
information which only ACE gives you and impress 
your friends with it! 

* Choose from some red hot Image Works games - 
which can be your absolutely FREE ! 

Saving yourself between £io and £25 


> 


l*C* IO INI fUlUM M 


m set free wimm 


If you take out a subscription for 12 issues 
(only £21.60) you can choose one of the 
following Image Works games free!: 


Wings 

Falcon 

Falcon Mission Disk 1 
Falcon Mission Disk 2 
Battlemaster 
Back To The Future 2 


Cadaver 

Dungeon Master 


Amiga only 
Amiga, ST, PC 
Amiga, ST 
Amiga, ST 
Amiga, ST 
Amiga, ST,PC, 
Spec, C64, 
Amst,CPC 
Amiga, ST 
Amiga, 1 Meg 
ST 



If you subscribe for 24 issues (£43.50) you 
can choose one game from the above list OR 
two games from those offered below: 


Xenon 2 
Interphase 
Speedball 
Gravity 

Rip It & Magnose 
Rnal Battle 
Bloodwytch 
Blasteroids 


Amiga, ST,PC 
Amiga, ST,PC 
Amiga, ST,PC 
Amiga, ST, PC 
Amiga, ST,PC 
Amiga, ST,PC 
C64,Spec 
ST, Spec 


•Rcmombor, the above games are only available with a 24 issue subscription. 


SUBS RATES 

SUMMARY 

12 issues (UK Residents only) 

£21.60 

12 issues (Air Europe) 

£39.50 

12 issues (Rest Of The World) 

£53.00 

24 issues (UK Residents only) 

£43.60 

24 issues (Air Europe) 

£79.00 

24 issues (Rest Of The World) 

£106.00 


We suggest that overseas readers pay by International Money Order, 

Place your order by completing the coupon, or send your details on a 
postcard, or ring our special 24 Hour Orderline Service on 0858 410 088. 


NB: The Ireo software offer is available to UK residents ONLY. Your software choice will be mailed Subs Guarantee: If your aren’t completely satisfied with your subscription, you may cancol it at any 

separately to your first magazine. please allow 28 days for dclivory. time and receive a prompt refund for all unmailed copies. 


TO: ACE SUBSCRIPTIONS DEPARTMENT, PO BOX 500, LEICESTER, LE99 OAA 


NAME: ......... 

ADDRESS :.;.. 

POSTCODE: . 

I WOULD LIKE A SUBSCRIPTION TO ACE FOR 12 ISSUES □ please tick box 
I WOULD LIKE A SUBSCRIPTION TO ACE FOR 24 ISSUES □ please tick box 
PLEASE START MY SUBSCRIPTION FROM THE... (enter month) ISSUE OF ACE 

MY GAME(S) CHOICE IS : .... 

MY MACHINE IS :... 

I ENCLOSE A CHEQUE/ POSTAL ORDER MADE PAYABLE TO EMAP IMAGES 
F0R:£. 

PLEASE CHARGE : £.TO MY ACCESS/VISA/DINERS CLUB/AMERICAN EXPRESS ACCOUNT 

CARD NUMBER :.... 

EXPIRY DATE :...... 

SIGNITURE :...... . 

SOURCE CODE $0014 


FULFILMENT: ALAN WELLS INTERNATIONAL. MEMBERLINE HOUSE, EARN DON ROAD, MARKET HARBOROUGH. LEICESTER LE16 9NR 
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Preparation for Field Work. 


ty (like approaching guards) is shown, and a fig¬ 
ure showing depleting resources. Combat itself 
is only engaged if your unscrupulous activities 
are discovered by others - whereupon a swift 
hail of bullets drops them like flies. In addition 
to physical combat, Remington may set booby- 
traps, achieved by placing a grenade in a 
strategic position whereby enemy movement 
will detonate it. 

The second of the major skills, (driving) 
involves pursuit of a suspect through the city 
streets - having first chosen from four possible 


Sid Meier, mainman behind Covert Action is 
rather more than 'just' a programmer. ACE now 
presents a compact biography on the man... As a 
child, Sid held a fascination with history, science 
and game design. In 197& he graduated from the 
University of Michigan with a degree in comput¬ 
er science. Following his graduation, Meier 
began programming mini-computers for General 
Instruments Corporation, Business Systems 
Division. In 1980, Meier purchased an Atari 800 
as he felt its graphic capabilities were well-suit¬ 
ed to the games he so enjoyed. Later that year, 
he set up an Atari user group. Having played an 
aerial combat game in an arcade, Sid felt he 
could add more realism with software specifical¬ 
ly designed for home computers. Sid entitled his 
creation HELLCAT ACE and from this, Microprose 
Software emerged. Sid's ideas that software 
should continually challenge the player, whether 
beginner or expert were at the forefront then 
as they are now, acknowledged by such 
Microprose releases os F-19 Stealth Fighter, 
Railroad Tycoon, Silent Service (I and II) and Ml 
Tank Platoon. Keep it up Sid...! 


We recieued a garbled transmissions From 
one oF our deep-cover DEA agents which has 
us very concerned. Shortly aFcer we recorded 
the message, the transmitter went oFF the 
air. We have been unable to reestablish contact. 


Microprose involved in 
undercover espionage 
shock! 

W ell known for titles of truly monolithic 

proportions, Microprose has come forth 
with another in the range of these epic games, 
the strategy orientated Covert Action, in which 
you play the ultimate secret agent known as 
Max Remington. Dissatisfied by the confines of 
CIA training, Remington decided to go it alone in 
the World of undercover investigation - at which 
he excelled. Now, having worked for nearly every 
western Government, Remington is rumoured to 
take on only those cases he finds personally 
intriguing - the one exception to which is said to 
be those asked of him personally by the U.S. 
President. 

Upon loading, the game runs through a short 
intro sequence after which you are presented 
with three options enabling you to either cre¬ 
ate or load a new or saved character, or 
Up, to practice a skill. It's vital to famil- 
j iarise yourself with the important 
IkA 1 areas of gameplay. These areas com¬ 
prise of combat,- driving, cryptography 
and electronics. 

Combat is generally coupled with break-ins, 
whereby you must first select a point of entry. It 
relies initially on arming yourself adequately, 
depending upon the tension of the situation you 
are entering. Equipment includes a 
hand/machine gun, body armour, grenades, a 


CHIEF 


motion detector and camera. Once inside the 
building, you will be shown a large plan display 
of the room and its contents through which you 
are free to rummage. It is advisable that the 
camera is taken, in addition to available bug¬ 
ging devices, should the room prove fruitful. A 
smaller display to the right includes the area 
immediately outside where any additional activi 


Hail lo th« thiol - th. Prat brl.lt our itg.nl. 
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pursuit cars with varying speeds, handling and 
levels of conspicuously. Pursuit is depicted via 
large map to the left, displaying all the locations 
you've visited. To the right are two smaller, 
scrolling windows, the lower showing a more 
detailed map and the upper, a 3-D representa¬ 
tion of the cars. Having reached your destination 
a menu of options is displayed, (depending on 
your state of play - practise or otherwise). 
During this section you also have the ability to 
arrest subjects, but be wary that they don't 
become too aware of your presence beforehand 
- or you may become the hunted. 

Cryptography involves simply deciphering a 
message sent by an opposing organisation. This 
is achieved by entering the letter you wish to 
decipher, followed by your chosen alternative. 
Once completed, the translated message will 
invariably reveal clues necessary to the comple¬ 
tion of your mission. 

Finally, the electronics section involves study¬ 
ing a partially connected circuit linked to either a 
wiretap or a car tracer and several alarms. The 
objective is obvious - connect the active current 
to either a tap or a tracer without setting off an 
alarm. A time limit is imposed, after which an 
approaching guard will deter your attempts. 
Tapping phones is a necessity as regards gath¬ 


ering information, whereas car tracing proves 
useful when following a suspect. 

Besides each of the four major sections, 
Covert Action includes dozens of additional 
scenes, locations, possible actions and inter link¬ 
ing requirements, giving the player enormous 
tactical scope. These include observation, (a 
menu from which any of the major skills may be 
reached) Where you may watch a suspected 
building or suspect, and Intelligence, giving you 
the ability to scan local and international reports, 
accuse double-agents or access a crime 
chronology making collating evidence easy, as it 
is all stored by your assistant with whom you 
may liaise. 

Each of the organisations encountered will 
have agents and branches throughout the World 


making travel vital, whether inter-state or inter¬ 
continental. Once having reached a destination, 
play continues as normal. 

Complexity of gameplay has become synony¬ 
mous with the Microprose name, something that 
Covert Action has bountiful supplies of. The 
choice of options provide a depth of play rarely 
seen. A choice of four skill levels, three mission 
areas (Middle East, Europe of the Americas), 
three basic crime-orientations (espionage, inter¬ 
national crime or terrorism) and over a dozen of 
enemy operatives (at least half a dozen of which 
will be involved with each crime), Covert Action is 
a game that will take many hours of play to suc¬ 
cessfully complete. 

• Alex Ruranskl 
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You're flying on high octane adrenalin 


Forget about other flights of fancy - This is the Real World 

Fly F19 - fly over 409,600 square miles of reality. Fly fast. Fly* the real thing 

B Over 3,300 missions ■R£jjggHluKj3HM| 

possible. . - BK j PJPpBPMB P ||§ 

Cold , limited or IP3S9Bnl 
conve ) i tional war. Bji . — ,s, ■: § ,3 

Four grades of opponent. | 
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STRIKE 

EAGLE II 

MICROPOSE spend a night at Sierra Hotel 


DACCIRI V one most p°p^ ar 

rvwdluLT “adult" computer pas¬ 
times, computer generated flight simulations 
have come a long way from the early PSION 
Flight Simulator days, where you could get suit¬ 
ably enthralled by a row of dots in the shape of 
runway landing lights. In these enlightened 
days, when computer flight simulations are so 
advanced the USAF are using them to train 
pilots, you’d have to be clinically insane to want 
to release another title into a field with such 
abnormally high standards. Once again Micro¬ 
prose have managed not only to beat their pre¬ 
vious best title, in this case F-19 Stealth 
Bomber, but have also come up with a worthy 
contender to Mirrorsoft's Falcon. 

To clear up any confusion, Strike Eagle II is 
a flight/combat simulator that offers you the 
chance to fly simulated strike missions through 
a choice of war zones, ranging from Libya (an 
easy ride due to their outdated equipment) 
through the Persian Gulf and Vietnam to Europe 
(where you can quite easily become a sitting 


duck to the most effective defensive equipment 
there is). 

In effect, SEII is an updated version of F- 
J 9. Indeed, the areas you fly over are identical 
to the aforementioned F-J 9, as are the enemy. 
The first real difference is that the plane is a lot 
more fun to fly. First off, you’ve got a lot more 
speed to play with, with the added fun of after¬ 
burners on board. Also due to its sleeker 
design, the F-15 is a lot more manoeuvrable 
than the cumbersome Stealth Bomber, which 
adds up to much more enjoyable combat. 
None of this nancy radar evasion for me. 

Another thing that has been simplified is 
the weapons system. Unlike Stealth Bomber, 
you always carry the same payload of three 
types of weapon. AIM-120A AMRAAM medium 
range air-to-air guided missiles, AIM-9M 
Sidewinder short range air-to-air infra red hom¬ 
ing missiles and AGM-65D Maverick air-to- 
ground attack missiles. Each can be readied 
for fire at the touch of a button, and selecting a 
weapon automatically selects the correct radar 


setting and enemy tracking mode. Ail three 
missiles are ‘Fire and forget’, meaning all you 
have to do is 'lock on' the missile to a certain 
enemy (keep tracking the enemy until it comes 
into range of the currently selected missile, at 
which point you are told a 'missile lock' is now 
effective) and press fire to launch the missile. 

In CGA, EGA or Hercules, the game looks 
the same as F-19, which is no bad thing. Lots 
of multi-faceted filled vectors and the like, but 
in VGA or MCGA, this has to be the best look¬ 
ing flight simulator yet. Just the sheer variety 
of views alone are enough to warrant a high 
mark, with missile view, three sorts of external 
view, and the option to see yourself from your 
enemy’s point of view. The best thing about it, 
however, is the incredible use of colour. If you 
remember Archipelagos on the Amiga, you’ll 
recall the very clever misting effect on the 
horizon. SE II has that very same effect, and it 
is extremely effective. The feeling of depth is 
incredible. Add to that the brilliant sensation of 
speed and you've really got something. 

Though maybe not as smooth as Velocity’s 
Jetfighter, F-15 is every bit as fast, and you 
really notice it on low-level flight. Easily the 
breathtaking effect is the missile view when 
you’ve launched something at the ground. The 
missiles fly much faster than your plane, so the 
speed in itself is exhilarating, but it’s when the 
missile picks up speed and starts plummeting 
toward it’s target...oh for a hydraulic chair! 

So why pick this over Falcon? In terms of 
being a flight simulator, Falcon has the edge, 
but even so, this is ideal for a beginner, as it’s 
very easy to fly and it’s a lot of fun. Also, 
experienced buffs are going to get a lot of fun 
out of this simply for the large number of mis¬ 
sions involved and the variety of sceneries. In 
terms of accuracy, it may never match up to 
the might Falcon, but I can still see myself 
putting in more than a few hours on this one 
yet. 

• Tony Dillon 


THE ROLL OF HONOUR 



Fighter Pilot - Spectrum 
One of the many Spectrum flight simu¬ 
lators to appear at that time, the only 
difference being that this one actually 
gave you decent combat. The scenery 
was simple: a few dots, yellow ground, 
blue sky and the enemy planes were 
merely triangles, but there was some¬ 
thing really involving about that little 
D.l. battlefield. 


Gunship - C64 

Exciting helicopter combat action 
with amazingly fast filled vectors, 
especially for a C64. Microprose man¬ 
aged to fit in a heck of a lot onto one 
little 5 1/4" disk - five areas to fly 
through, an infinite amount of random¬ 
ly generated missions, three different 
skill levels, dozens of different ene¬ 
mies and the ability to build a charac¬ 
ter, complete with medals and promo¬ 
tions, all awarded with a suitable full 
colour still picture. Still one of the 
best. 


Falcon Mission Disk - ST/Amiga 
The cream of the crop so far. After 
building the seemingly ultimate flight 
simulator, Mirrorsoft came up with not 
only a new battle field for you to fly 
over, but a whole war to fight singlo 
handedly protecting no less than three 
lines of defence while thwarting the 
oncoming invasion. Pretty heavy stuff, 
and all played out with some of the 
fastest filled vectors yet. 
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PC VERSION 

Incredible. The graphics are amazingly fast and 
the feeling of distance is enough to scare even 
the least agrophobic amongst us. Add to that vari¬ 
ety of gameplay and enough challange to keep 
you coming back and you've got yourself a regu¬ 
lar addition to the pink pages. 


GRAPHICS 9 IQ FACTOR 8 
AUDIO 7 FUN FACTOR 9 

ACE RATING 912 


_ RELEASE BOX _ 

IBM PC £34,95dk _ OUT NOW 

OTHER VERSIONS TBA 



TECHNO PORN! 


OK, so just how fast is this beast? Well, 
you can check the frame rate for whatev¬ 
er machine you are running on as follows. 
Hit the ALT and F keys, which will print 
the number of Jiffies per 4 frames on the 
HUD. Take this number and divide it by 
the Hz rate of your graphics card; 60 Hz 
for EGA and CGA, 50 Hz for Hercules 
Mono, and 70 Hz for MCGA. This gives 
you seconds per frame. Invert it and you 
will get frames per second for your 
machine configuration. Nifty, eh? 

The memory taken varies from 
machine to machine. On a Tandy it takes 
384K of memory while on an MCGA 
machine it takes 512k. 

The program took approximately 1.5 
man years to develop with many people 
working on it. Andy Hollis was the main 
programmer with Sid Meier. Bruce Shel¬ 
ley with Max Remington designed the 3d 
objects while Bruce alone designed the 
worlds. Mike Haire did most of the normal 
art with Murray Taylor assisting. Alan 
Roireau along with Chris Taormino and 
Russ Cooney helped develop game play 
and of course did the normal testing. Jeff 
Briggs wrote the manual. 

The MCGA/VGA graduated horizon 
by distance was designed and imple¬ 
mented by Andy Hollis and the Director 
mode was designed and implemented by 
Sid Meier. 


ACTION SEQUENCE 



You’ve spotted the enemy! Home in on him! 



That’s it, 


got a lock! 



As Wild Bill Stealey himself would put it, missiles away! 
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CE is the ultimate magazine 
the sophisticated gamesplayer. We cater 
for all games styles from simulations to 
shoot-em-ups, sports sims to adven¬ 
tures. Every reviewer on the team has a 
proven background in computer enter¬ 
tainment journalism. 

We also aim to provide all the infor¬ 
mation you need in order to keep 
abreast of the rapid advances on the 
future technology scene, with regular 
reports from the States and Japan and 
occasional features from all over the 
globe. Each month we run ground¬ 
breaking stories on topics like Virtual 
Reality, CDTV, Coin-op development 
and tech gadgets. We also run six pages 
of news every month gathered from a 
worldwide telecommunication system. 

We know our readers are committed 
gamesplayers and want to read about 
the systems they can look forward to in 



e future. But of course, on top of 
all these features, we aim to give abso¬ 
lutely the finest coverage of the UK 
games scene with features, previews, 
programmer interviews and probably 
the most depthy and reliable reviewing 
system around. 

And each month's issue contains 
over 30 pages of information in the 
Pink pages where you can seek out the 
best software deals, check the best 
games in the Stockmarket, investigate 
our Hot of the Shelf section and even 
try your hand at the ACE Crossword! 

Although we've tried to give a rea¬ 
sonable impression of a typical issue of 
ACE, why not take a look at the real 
thing. There's a copy on the newstands 
now, and a subscription offer on 
page 16. 


Ace magazine is published on the 8th of every 
month by Emap Images. 
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FLAMES OF FREEDOM 
HOTLINE 

If the the might of the Saharan 
Empire is proving too much, our 
exclusive ACE Flames of Freedom 
Hotline is for you! 

Simply dial the number at the 
bottom of the page and you can lis¬ 
ten to the creator of Midwinter and 
Flames of Freedom, Mike Singleton, 
explaining some expert strategies 
and giving beginners some useful 
advice too. 

The Hotline number is updated 
every fortnight, and covers the 
whole gaming arena. Each month 
you'll find competitions, program¬ 
mer profiles, interviews and tips 
mixed in with the hottest news sto¬ 
ries of the moment. Our regular 
updates enable us to keep ACE 
Hotline callers right up to the 
minute! 

THE Number 

O839 121105 
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elite , n. The choice part , the best, 
(Of). [F,= choice] 
plus , ad/. Additional, extra; 
positive. /L,= raorei 


Good games come and go, and great 
ones last much longer. The best can 
win awards, but only one can claim to 
be Elite. 

When the history of computer 
gaming is written, its name appears 
early on. And on. And on. Generations 
have played it; some have beaten it; 
but none have tired of it. 

The original mix of space 
exploration, trading, and combat has 
endured imitators, pretenders and 
millions of hours of play. Now the best 
is to get better. 

Rainbird have updated the IBM PC 
compatibles version to utilise the 
technology which has developed over 
the game's lifetime. 

Amazing 3-D graphics, in EGA, 
VGA and MCGA modes bring even 
more life to cosmic combat; a 
redesigned icon-driven interface 
speeds trading, information gathering 
and map reading; support of Ad-Lib 
and Roland sound-boards enable your 
ears to share the vivid pleasures of 
life on the high seas of space; and 
brand new missions extend gameplay 
even farther than before. 

The classic six-year old recipe 
remains the same; new ingredients 
add to the flavour: treat your taste- 
buds to the best. Elite Plus. 


Elite Plus will be available for IBM PC compatibles at £34.99. 

The original versions of Elite are available for Atari ST and Commodore Amiga, at £24.99. 


Unit 1. Hampton Road Industrial Estate, Teibury, Glos. Tel: 0666 504326 



Everyone’s been so obsessed 
with the latest stf^e-ag-the-art 
flight simulation reefentty that 
the more down-to-earth j 
armoured divisions of cwnplbt- 
er entertainment seem to have 
been forgotten. After you’ve 
flicked on the afterburners and 
dived in out of the sun, surely 
rumbling around on the 
ground taking pot-shots at 
other metal mickies must be a 
bit, well, just a teensy bit dull? 

Oh boy, do we have news 
for you...! 



















Advanced tank design, as on this recent 
example, is particularly suited to 
advanced 3D displays! The angular 
shielding, designed to deflect as well as 
resist bombardment, has a nice filled 
vector look even In real IHe! Ml TP offers 
a high degree of detail in the display, but 
you can toggle the level of detail to suit 
different machines. The more detail, the 
more processing power you need... 

A nyone who remembers the shock of 
seeing their windscreen shatter after 
receiving a shell up the rear in Battle- 
zone will know that tank busting can result in 
almost terminal adrenalin doses - and the good 
news is that the software boys are about to 
ram this lesson home with several promised 
heavy-duty tank simulations. Microprose's is the 
first to appear, Realtime’s Tank Command is 
poised for release, and there are others rum¬ 
bling along the track. What’s all the fuss about? 

ACE first got its hands on a copy of Micro- 
prose’s Ml Tank Platoon during a visit to the 
Bovington Tank Museum in the company of 
‘Prose's Major Wild Bill' Stealey. We were pret¬ 
ty impressed by the speed of the game, the 
detailed 3D VGA display, the choice of heavy¬ 
weight armour you could fling about, and the 
even heavier weight 206pp manual, which 
must be getting on for an industry record. 

In fact the manual just about sums up the 
new era of tank sims. Things may be slower on 
the ground, but that simply means more oppor¬ 
tunity for strategy and game detail. None of 
those 206 pages are wasted, and every one 
tells you something useful about the game - 
yet it’s a tribute to the program design in Ml 
Tank Platoon that you can get down to playing 
immediately. What's more, the detail in the 
game, which ranges from the explanation of 
and opportunity to indulge in conventional tank 
tactics to the muzzle velocity of the 7.62mm 
PKT Medium Machine Gun, isn’t fiction - Micro¬ 
prose had to invoke the Freedom Of Informa¬ 
tion Act in the States to get the necessary doc¬ 
umentation released, and they’ve made excel¬ 
lent use of it. 

Our only niggle here was the quality of the 
manual binding, which appeared to shed pages 
at an alarming rate. The manual’s pretty essen¬ 
tial, however, so we ended up hole-punching all 
the pages and popping them in a ring binder. 
THE GAME 

Ml TP revolves around your choice of platoon, 
your choice of men, and your choice of conflict 
scenario. Stored on disk (and updated every 
time you play) is a roster of platoons, each one 



This is where the gunner would be sitting 
in real life. It’s rather less comfortable 
than your armchair... 





featuring different names and associated skill 
ratings. Your average tank comes equipped 
with a tank commander sticking his head out of 
the hatch, a gunner who guns, a loader who 
loads, and a driver who keeps the 57.1 tonnes 
of heavy metal thundering across the 3D ter¬ 
rain at speeds of up to 67kph - an unnerving 
experience for the uninitiated who thought that 
tanks, well, sort of trundled along. 

The skills o| your crew are of paramount 
importance and your long-term objective is to 
develop their skills in action, winning the 
medals and improving their performance. Your 
ultimate goal is, naturally, to become embroiled 
in a full-scale war against the Soviets and send 
their T80m84’s and other metal monsters to 
the scrapheap. Microprose obviously aren't in a 
hurry to declare an end to East-West conflict, 
which seems a pity until you realise that if the 
game is to be realistic it has to reflect the fact 
that the Soviets are currently the only people 
with some hardware to challenge you with. 

Winning the war, however, is quite impossi¬ 
ble unless your crews are up to scratch. That’s 
because Ml TP is a clever blend of player inter¬ 
vention and computer control. Battles are 
fought over a 3D map with hills, valleys, rivers, 
and many other topographical features. At any 
time during battle you can select any one of 
your vehicles, wherever and whatever it may 
be, from a scout helicopter (yes, even total 
flight freaks get their fix here) checking out the 
opposition to an Ml Abrahams sneaking up the 
river, and get the relevant 3D view up on your 
screen. 

With tanks, this selection gives you com¬ 
plete control over that vehicle and all the crew 
members. The good news, however, is that this 
complete control is supplemented by the com¬ 
puter so that you can, for example, take the 
commander’s position, sticking your head out 
of the hatch and peering around with your 
binoculars, while at the same time telling your 
driver to go full speed ahead, your gunner to 
fire at will, and the other vehicles in your forma¬ 
tion to take up Echelon left formation (ranged 
behind you, guns at 45 degrees). Suddenly, 
there you are careering across the landscape, 
guns all blazing together, smashing your way 
through the opposition...Flight sim freaks can 
eat hot lead for all I care, this beats single 
handed aerial combat any day. 


OK, so Wild Bill Stealey looks as if he's 
finally flipped his lid. However, he did 
have the good sense to use the Freedom 
of Information Act to get the data he 
needed for the game. 


Major Wild Bill takes a real tankbuster 
through the game. 


28 Advanced Computer Entertainment 



ATTACK! 


How does it feel to roar into battle at the head of your armoured pla¬ 
toon? Here’s a quick engagement with the Soviets to whet your 
appetite... 


The driver peers through his windscreen 
and puts his foot down. The instruments 
aren’t just for show - each one tells you 
something that could save your life! 


ISDrnrn GUN LASER si( 
NO MISSLES CHBM ftR 
HACHINEGUNS GREftT ME 


TonfcO<*:2LT Kusirt 

Gunn-tr = SGT Elios 
Loodtr: CPL Wosstr 
Driver ;SGT Coqle 




AMMUNITION 

HEAT- 50 AF=50 HEP= D WF 
LAST PLATOON ORDERS 
HALT 


EASE FIRE 


A quick eyeball out of the hatch catches 
one bf our other platoon members on the 
left. We’re going to follow the stream to 
the west and then cut off north to engage 
the enemy (check the map). 


A ADV FAST F FIRE AT ». 
S ADV SLOW 0 CEASE Fll 
H HALT E ENG FROF 

B BACKUP 0 ENG REAP 
L LEFT TURN < ENG LEFT 
F; RIGHT TURN > fNG RIGHI 
M MOVE TO + SMOKE uH 
T TURN TO - >MOKE_OF 


On the map display, here at full zoom, we see our four tanks ready for action. It all 
looks green because they’re on a hill...Some of the crews are over the hill, but that’s 
another matter... 


I durum GUN LASER SIGH1 
NO MISSLES CHBM ftRMC 
MACHINEGUNS GREftT MELT 


TonfcCo: 2LT KtlSin 
Gunntr '• SGT Elios 
Looter = CPL Wosstr 
Driver ; SGT Coyle 

DAMAGE 


As we approach, the gunner gets jumpy. 
Needle indicator at bottom centre selects 
appropriate ammo - we're currently using 
Sabot armour piercing (range around 
1500 metres). The target’s visible dead 
ahead just above the sights - all we’ve 
got to do now is close in and let rip! 


AMMUNITION 

HEAT: 50 AP=20 HEP: 0 WP= 
LAST PLATOON ORDERS 
HALT 


CEASE FIRE 


I ft ADV FAST 
S ADV SLOW 
H HALT 
B BACKUP 
L LEFT TURN 
R RIGHT TURN 
MMOVE TO 
T TURN TO 
N>:'T FLAT 


F FIRE AT WILli 
C CEASE FIRE I 
E ENG FRONT 
D ENG REAR 
< ENG LEFT 
> ENG RIGHT 
+ SMOKE ON 
- SMOKE OFF 
FB-NXT VEHICU3 


Zoom out to see the entire map. The panel on the right shows the current vehicle’s 
statistics. Note that the commander is, er, inept'. The red spots are hostile vehicles. 
Let’s go get ’em! 

The map screen is where you do your thinking, and where you find out what's 
going on across the entire battle arena. Your units and the enemy's are all clearly 
marked and you can select any unit (hostile or friendly) by pinpointing it with the 
crosshairs and pressing RETURN. This not only gives you control over it, but also all 
Pertinent information in a window to the right. 


THE ACE 
VERDICT 

We rate Ml TP at 926. That ought to 
speak for itself. It’s a welcome break from 
flight sims that boasts enough detail to 
keep even the most compfusive nitpicker 
happy, and at the same time has a 
breadth of challenge and combat scenar¬ 
ios that should satisfy the most ardent 
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MIDWINTER 


ATARI ST £29.99dk 


No other versions planned. 





The only ana# lo start again is to 

Your reword: this screen, and the 
sound effects 

of a firing squad in the distance. 


last we’ve got our 
hands on a full produc¬ 
tion copy of Midwinter 
(extensively previewed in 
earlier issues of ACE). You 
may have read reviews of 
it elsewhere in recent 
months, but these were 
taken from a pre-production 
version that was demon¬ 
strated to magazines. This 
is the first gameplay review 
your likely to see... much more important, in 
our view. 

The game comes with bags of support 
material: a very lengthy manual (with a few 
misprints), a short ‘quickstart* instruction sheet, 
a map, and a pad of mini-maps that you can use 
for planning campaigns. Much as I like quick- 
start instructions, this is definitely one game 
you cannot play effectively without reading at 
least half the manual. 

What’s good about it, however, is that you 
can start playing straightaway. Your objective is 
prevent Masters' invasion force overrunning the 
Midwinter island by recruiting Peace Force 
members and combining occasional direct 
attack (using rifles, missiles, grenades etc) with 
strategic management of people and resources. 

The first thing to do is check the map (you 
start in a different position each game, but 
other features and people remain in the same 
location). Where is the nearest garage to get 
a snow buggy (quicker than skiing)? Where is 
the nearest potential recruit? And where is 
Kristiansen (who can recruit four other people 


that captured characters 
can easily be freed (by 
blowing up their prison) and 
injured ones are automati¬ 
cally ’rescued’ and dumped 
in the nearest village. 
Combine these advan¬ 
tages with the fact that, 
when you start, the enemy 
has already overrun much 
of the South-East, and you 
have a situation that forces 
you to act with all possible speed. Unlike some 
complex games, this made easier by the fact 
that although you need a lot of background info 
from the manual to play effectively, the actual 


Skiing is deceptively easy at the beginning 
because Stark is very good at it. Other characters 
are more likely to take a tumble, wasting eatuabte 
time in the process. 

commands are very simple to learn. You can 
use mouse, joystick, or keyboard - the manual 
recommends a mouse but I found the joystick 
easier for skiing and buggying. 

Mike Singleton's previous mega-hit, Lords 
of Midnight, succeeded because of its playability 
- none of the other Midnight games came any¬ 
where close. It’s a great relief to report that 
Midwinter is undoubtedly as playable as LOM and 
a good deal more challenging. The only draw¬ 
back is that the landscape isn’t quite detailed 
enough (OK, it’s all covered in snow) but you 
spend much more time thinking and planning 


MICROPROSE’s 
Mike Singleton 
megagame hits the 
streets at last... 


than you did in the previous game. It’s also a pity 
that the map screen requires disk access, 
since you need it frequently. These niggles apart, 
this is a sure-fire success. Stand by for a full 
player's guide in next month's ACE. 

• Steve Cooke 


Using the map is a frequent necessity while 
planning your campaign. Moving your arrow 
over a feature brings up Information In the panel 
in the right. IVeVcJust started and have located 
our first potential recruit. 


immediately by radio, if he can Find one)? Lazy 
players will quit and restart until they find 
themselves in an initial location either right 
by a garage or close to one, preferably 
centrally located. 

From then on, it’s a matter of moving your 
characters around as efficiently as possible 
(they get tired and injured very easily), balancing 
the need to destroy resources (denying them to 
the enemy) with your own need to use them. 
Gameplay is made much easier through the fact 


PREDICTED 


INTEREST 


CURVE 


The initial feel of the game is very favourable - well 
packaged, and interesting documentation. 

There's a long teaming curve - at lead a day for 
the committed player - but the joy of Midwinter is that 
you can get started straightaway and make 
meaningful progress immediately. Unlike some com¬ 
plex games, there's no period of earty discourage¬ 
ment when everything seems just too difficult. 

. There are three ways of piaying (that determine 
how the enemy attacks you. if at alii which effectively 
provide various levels of difficulty. The only trouble 
here is that if you win on the easiest level you are net 
so likely to want to win again on a higher level since 
the actual strategic process remains the same (it's 
simply more tfifficidt to achieve). However this does 
extend the long-term interest sfightty. But then per¬ 
haps this is academic: you're certainly not going to 
finish this one in a hurry, and you Will warn to finish it 
- you can be sure of that! 
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FLAMES of 
FREEDOM 



Microprose prepare to launch 
their assault on the New Year 
market with one of the 
biggest sequels around... 

M aelstrom Games has been working on 
Flames of Freedom ever since the com¬ 
pletion of Midwinter, and it has now reached the 
final straight in the development race. 

Rather than simply producing a different sce¬ 
nario based on the Midwinter games mechanics, 
the whole game shell has been recrafted to 
make Flames of Freedom a truly massive and 
original game. Maelstrom paid close attention to 
criticisms of the original game, in order to align- 
the game with everyone's tastes. 

The most universally criticised element was 
that the number of characters which had to be 
controlled was simply too large. It wasn’t possi¬ 
ble to keep tabs on all the characters at once, 
and the game tended to be a massive juggling 
act rather than a linear path to a successful con¬ 
clusion. 




Driving over the sandy dunes in your |eep. The status area at 
the top of the screen shows direction and state of affairs. 


So, Flames of Freedom offers only one charac¬ 
ter to control, but this central hero can have vir¬ 
tually any charactistic you want. Using the char¬ 
acter designer, you can select from a massive 
array of chins, eyes, noses, ears, hairstyles and 
mouths, gradually piece together your ideal look¬ 
ing agent. A character will also be endowed with 
a brace of attributes which will affect their ability 
to interact with other people. 



J.an an island ,.sid.nt Recently In trouble with the 

cops, loon may w«H be witting to help your cause. But which 
approach should you try? 


Making faces. From a wide selection of fleshy items, you can 
construct your very own special agent. 

Since you are essentially alone in your mission, 
it’s vital to control the indigenous personnel from 
each island in an effective manner. When you 
bump into one of these people, you can opt to 
use your Charm, sex appeal, authority, reasoning 
or deception to influence them. If you beg too 
much, however, you won’t have much authority. 

If you rush around threatening everyone, no-one 
will listen to your reasoning. 

Along with the niceties of interaction, there’s 
the more physical side of the game, rushing 
around from island to island, blowing up enemy 
installations and claiming each atoll for the Free 
World. Since the game offers an enormous play 
area, is isn't desirable to have to watch all of the 
driving. Instead, an autopilot option allows you 
to plot your destination, and let the computer 
get on with getting you there. You will only be 
alerted or disturbed if there’s some fighting to 
be done. 



Oeivlruj over the sandy dunes in you. Jeep. The status area 
the top of the seven shows direction and state of affairs. 
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